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Cyclone Pride: Gamification and other avenues to high faculty
participation in institutional repositories
Abstract
Lack of faculty interest or contributions to an institutional repository is often cited by repository managers as
a significant challenge. Three years after launching, eight departments at Iowa State University had over 50%
of their tenured and tenure-eligible faculty contributing publications to their institutional repository, in
disciplines ranging from Agricultural and Biosystems Engineering to World Languages and Cultures. These
high rates of participation were achieved without an institutional open access mandate. This presentation
looks at the gamification of the institutional repository—stoking interest by tapping into athletic and regional
rivalries—and other techniques used to successfully encourage faculty to utilize their institutional repository.
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Iowa State Digital 
Repository
Launched in April 2012
Today, holds ~57,000 items
Approximately 28% of tenured and 
tenure-eligible faculty have 
submitted publications to the 
repository
11 departments have at least 50% 
participation
“Gamification” is the use of game 
design elements in non-game 
contexts
S. Deterding, D. Dixon, R. Khaled and L. Nacke. “From Game Design Elements to Gamefulness: 
Defining ‘Gamification’.” Paper presented at MindTrek ‘11, September 28-30, 2011, Tampere, 
Finland.
Mechanisms and Design
Challenges
• Goals
• Time pressure
Rewards
• Points
• Badges
Social Influences
• Status
• Reputation
• Competition
• Leaderboards
• Altruism
S. Thiebes, S. Lins and D. Basten. “Gamifying Information 
Systems—A Synthesis of Gamification Mechanisms and 
Dynamics” Paper presented at Twenty Second European 
Conference on Information Systems, Tel Aviv, 2014.
Department of Agricultural and Biosystems 
Engineering
University of Nebraska—Lincoln
• Regional land-grant university, 
with similar research profile
• Former athletics rival, had just 
departed Big 12 for Big 10
• Largest Digital Commons-based 
repository
• Agricultural Engineering 
program also ranked by US News
Success!
December 2012 March 2013
Today
Competition across 
departments
Department Faculty Participation (%)
Industrial and Manufacturing
Systems Engineering
100
Agricultural and Biosystems 
Engineering
97
Chemical and Biological 
Engineering
83
Materials Science and 
Engineering
43
Mechanical Engineering 38
Civil, Construction and 
Environmental Engineering
28
Aerospace Engineering 17
Electrical and Computer 
Engineering
10
College of Engineering (July 2015)
Badges
Points
Swacha, Jakub. “Game-inspired framework 
supporting faculty management.” Paper 
presented at Management, Knowledge and 
Learning International Conference, June 19-
21, 2013, Zagreb, Croatia.
Other methods of increasing participation
• Mediated deposit
• Speak to faculty interests
• Understand disciplinary needs
• Relate IRs to what they know
Thank you!
hinefuku@iastate.edu
